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lara’ Story 


Jom RG/OEls an ONGOING STORY OF LARA 
CROFT, A WOMAN WITH A PRIVILEGED PAST AND AN 
UNCERTAIN FUTURE. THE DAUGHTER OF LORD 
HENSHINGLY CROFT, LARA HAD LIVED IN LUXURY, 
ALOOF FROM THE WORLD AT LARGE, UNTIL THE DAY 
HER PLANE CRASH-LANDED DURING A SKIING 
HOLIDAY, STRANDED AND ALONE IN THE HIMALAYAN 
MOUNTAINS, LARA PROBABLY SHOULD HAVE DIED. 
INSTEAD, SHE SAVED HERSELF—AND, IN THE 
PROCESS, TRANSFORMED HERSELF AS WELL. 

HER HIMALAYAN ODYSSEY WAS BOTH 
MIRACULOUS AND REVELATORY, AS THE YOUNG 
WOMAN NOT ONLY SURVIVED, BUT GAINED A NEW 
PERSPECTIVE OF HERSELF AND THE WORLD. HER 
PAST BEGAN TO APPEAR SHALLOW AND NAIVE. OUT 
OF THE DARKNESS OF HER ORDEAL, SHE SAW HER 
FUTURE REFLECTED IN A DIFFERENT LIGHT. SHE FELT 
THAT THERE WAS MORE FOR HER IN THIS LIFE THAN 
THE CODDLED EXISTENCE WHICH HAD BECOME HER 
NUMBING HABITAT. SHE BECAME A SEEKER OF 
TRUTHS, BOTH LARGE AND SMALL, AND IN THAT 
PURSUIT SHE CONTINUES TO THIS DAY. 
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Lara's World 


Exploring the world as Lara Croft is a risky proposition, as 
there are pitfalls and puzzles at every turn, not to mention a 
legion of evil-doers and animals determined to make Lara’s 
travels end tragically. As Tomb Raider has evolved from its 
original form to the sequel—and now to Tomb Raider Ill—some 
things have remained constant. It’s those basics that most 
often mean the difference between life and death in Lara’s 
world. From the first level of the original Tomb Raider, 
inducing Lara to defend herself requires an understanding of 
Lara’s special abilities, and of her certain limitations. 





Patrol with your guns 
drawn. 














_ Lara automatically targets 


any enemy within range. 
‘ 
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Approach 
each new area 
or structural 
oddity with 
caution. 


$5) (0) O)-1) 
distance, and 
use the camera | 
button to 
survey the 
scene. 


When 
approaching 
the edge of a 
platform, use 

the walk button 
to keep from 
falling over. 
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el ili, 


OOUARED AND 


DUBE 





ae 


sectors. 









parameters. 





Lara’s world is composed of square 


For Lara to complete a jump, it must 
be within certain range and elevation 


To successfully navigate the terrain of 
Tomb Raider, you need to understand that 
everywhere Lara travels—every floor she 
runs across or ledge she leaps to—is a 
surface comprised of square sectors. 
Additionally, you should realize that 
cubes of uniform size are used to change 
the elevation of any surface that Lara 
might explore. In this way, even though 
Lara has incredible freedom of movement, 
she also has a system whereby gamers 
can reliably assess whether some athletic 


feat is within her abilities. 








When Lara 
jumps, or when 
she runs } 

and jumps, she 
travels a | 
specific 
distance. 


Lara can jump | 
and grab a | 
ledge above her | 
head, as long as 
it’s close by. 


Lara can run, 
jump, and grab 
distant ledges 
which are 
similar in 
CNEL (eam (e) 
her starting 
point. 





Gi PRIMA'S OFFICIAL PREVIEW GUIDE 





Conserve 
ammo using 
the basic 
pistols to plink 
away at distant 
enemies, or 
those which 
can’t reach 
Lara. 


Try to stay 
mobile when 
you fight. Hold | 
down the fire % 

button, and 
jump from side 
LOS (0-8 


Use the roll 
button to pm 
quickly reverse 
(oF =o (0) poe) (1) 
during combat 
and as a pre- 
caution when 
exploring. 
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Controlling the World 


Once you’re mobile and reasonably 
comfortable defending yourself, Lara’s 
progress through each level depends on 
your ability to evaluate and solve each 
new puzzle. Sometimes, obstacles are 
practically self-removing: throw 
a switch, and a nearby door 
opens. Other times, of course, 
the puzzles or impediments 
require more brain power. 
Though there is no such thing 
as a typical Tomb Raider puzzle, 
there are certain elements that | ~ 
are commonplace in all of the games. 










re items which Lara can 
manipulate is the movable 


' Boxes can be pushed or 
pulled for climbing, or moved 
simply to reveal a new area. 
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Switches 
should always § 
be thrown. If & 
the effect isn’t @ 
obvious, and 
your forward 
progress is 
impeded, it’s 
time to 

back track. 





Water is a 
common § 
component of i 
many puzzles. 
Lara can only 
hold her breath | 
fora short ¥ 
look around. § 


Sloped | 
platforms can 
be usedas © 
springboards to @ 
reach out-of- 
the-way places. 
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Tomb alder Il 


In particular, the sequel to Tomb Raider offered devoted 
fans the best of Lara’s first adventure, and also some 
new tricks to aid in exploration and combat. Lara’s 
increased arsenal meant that combat could be turned up 
a notch without becoming the overall focus of the game, 
while additional moves and the advent of the flare meant 
that puzzles could take on added dimension, as well. 
Another marked difference was in the finding of Secret 
(hidden) items. Whereas the levels in the first Tomb 
Raider contained a mixed number of secrets with varied 
treasure, the sequel boasted exactly three Secrets per 
level. The new Secrets came in the form of small stat- 
uettes, which the game would redeem for power-ups if 
all were collected from each area. 


The biggest change in Lara’s 
4] movement between Tomb 
Bya| Raider and the sequel was 
that Lara could climb. 





Secrets in the sequel appear 
as dragon statuettes. 
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discover hidden | 
objects, and 
avoid stumbling | 
into traps. 














Enemies are ret 
more numerous oN 8 
and aggressive 

in Tomb 
Raider Il. 















Flying foes 
present | 
particular 
problems: roll 
and shoot! 
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lomo Raider tt 


Just as with the evolution from Tomb Raider to Tomb 
Raider Il, the third game in the adventures of Lara Croft 
builds upon established 
conventions to expand the 
world as Lara knows it. Lara 
can now crouch, sprint, 

and even swing from 

certain ceilings like a child 
on monkey bars. And, as 
with the transformation from 
the first game to the sequel, the 
implication of each new ability— 
and each new addition to Lara’s 
arsenal—seems to have served as 
inspiration for increasingly complex 
puzzles, and even tougher enemies. 



















By crawling on her hands 
and knees, Lara can get into 
_| tighter places than before. 






Pre 
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Lara can grab | 
hold of certain 
ceilings, and 
thus avoid 
danger below. 


You'll notice 
that Lara’s = 
guns are now 
smokin’ for 
added 

Eline) (aaee 


Lara’s newest 
weapons 
include the truly 
impressive 
Rocket 
Launcher, 
suitable 

for quickly 
removing 
Snipers. 
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A Peek Inside Area ot 









POW 
“<< 


fs 4 
aes 


“ah ee 





The demonstration level from the soon-to-be-released 
Tomb Raider Ill is a portion of the full game’s Area 51. It 
is being widely distributed on sampler disks and 
through other promotions. Though this walkthrough is 
consistent with the final version of the demonstration 
level, the final version of the full-game Area 51 is virtually 
guaranteed to contain some profound differences. For 
starters, there are no Secrets in the demonstration level. 
That'll change. There is also bound to be some tweaking 
of the enemy Al and firepower, which might negate some 
of the combat solutions if you try and apply this walk- 
through to the full-game Area 51. 


Of course, all those details get ironed out in Prima’s 
Official Strategy Guide for Tomb Raider Ill... 
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As the level | 
begins, rolland | 
take the small | 
Medi Pack from 

the window. 


Jump the 
arriving guard, 
Elite Ma-y-(eM Ince) 
the hall, which 
turns left. 


Press the 
button, jump to 
the right twice, 

and grab 
the guns. 





| 6 PRIMA'S OFFICIAL PREVIEW GUIDE 


| Go back into the 





' Crawl through 
the low area. 


| Climb to the 
| ledge and 

| collect the 

| goodies, then 
Beenie 
alee mars 
| tunnel. 
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Wait for the 
obstacle to |, 
pass over you, |< 
and crawl away 
from it to the 
low end of the | 
tunnel. | 


ae) Ce) mal 
obstacle as it 
reverses, let it 
pass overhead, * 
then stand and =~ 
run tothe & ; 
ladder. 


Be ready for 

action when 

you crawl from 
the tunnel. 
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y the wall opens 
the small room, 
where a doctor 
hides a small 
Medi Pack. 





UR UELENA 
take the low left 
tunnel to avoid 
the gun trap up 
ahead. 


-™ Follow the 
hallway and 

blast another 

guard. 
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When you 
throw the 
switch, a trap- 
door deposits 
Lara in the area 
below. 


Get mobile and 
deal with the 
resident sniper. 


The Shotgun 
waits inthe # - 
upper area, as @ = 
well as shells a 
and a rocket. 
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Drop down into 
the pit, and 

_, throw the 

| trapdoor in 

| the floor. 


There are two 
boxes which 
must be moved 
independently. 


One of the 
boxes hides a 
passage. Pop a 
flare and grab 
the power-ups 
as you 
proceed. 


Re 
r 

ft 
| 
| a 
é, 
hy 


te 
|= 
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(670) |(-T tal) . ; 
small Medi |: 
Pack, then drop 
into the hallway 
and plug |, 
the guard. 


Throw the 
switch near 

the door, 

and expect 
immediate 
trouble from 
Lara’s left. 
There’s also a 
doctor hiding in 
the room. 





Follow the wide | 
hall, and take | 
the crawlspace 
on the left. 
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Head downhill 
in the passage 
beyond. 


A distant sniper 
begs for bullets. 


Two guards 
rush from the 
antechamber as 
you approach 
the open door. 
One drops 

a small 

Medi Pack. 
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Press the 
button in one 
small room. 


The crawlspace 
nearby is now 
accessible. 


Charge through | 
the alarm 
beams and |, 
blast the lurk- / 
ing guard up | 
the slope. 
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At the 
intersection, 

« grab the Rocket 
Launcher from 
the floor on 

the left. 


rcelaica) 
| the hallway 
| heading 
| upward. 


Show the 
distant sniper 
your new toy. 
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Run and jump 
the low rail to 
grab the ladder, 
and climb to the | 
sniper’s perch. | 


All that remains 
of the sniper is 
the disk you 
require for 
computer 
clearance. 


Drop down near 
the rocket— | 
notice the |, 
hallway—and | 
climb back to | # 
the ledge where | 
you arrived. | 
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| Back track 
| down the 
hallway to the 
area where 
you found 
| the Rocket 
Launcher. 


| The floor of the 
| area is laced 
with alarm 
beams. Take the 
ladder down. 


You have to 
hop above 
intersecting 
beams to reach 
the computer 
console. 
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The missiles 
are moved out 
of the way. | 
Don’t forget 
those electric | 
eye beams! 


Take the shells 
from near the 
crane. 


Turn to the right 
and jump down 4 
to the floor, 
wary of the 
beams. If you 
trip the trap, 
two rockets will 
take out the 
turret. 
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Run and jump 
and grab the 
tall ladder from 
where the 
missiles sat. 


Back flip off the 
ladder when 
you reach 

the top. 





Perhaps the 
lurking sniper 
needs a dose 
of rocket? 





TG ee a 


Use the vaulted 
ceiling to leap 
to the far walk- 
way without 
banging your 
pretty head. 
Take the 
Hangar 

Access key. 





Return to the 
ladder: You 
have to jump 
elie mele-lem ime) 
keep from 
falling. 


Head back to 
the area where 
you found the 
data disk. 
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| Drop to the 

‘| floor and take 
the hallway 
past the 
rocket. 


Follow the hall- 
way, passing by 
the hole in the 
floor for now. 





Apply the key, 
and the nearby 
door opens. 
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Peg the guard 
on the train | 
platform. 


Avoid the rail as 
you drop down 
to the floor, and 
look to the lit “==. 
Tale Me) ti\-) 
tunnel. 





Climb the | 
grating. & 
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Press the 
button, and the 
train arrives. 











Crawl beneath 
the rail in front 
of the train. 














Collect the 
fy shells, then run 
ees and jump to 
the top of the 
train. 











Rage: x del 
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From the rear 
of the short 
train, you can 
jump up and 
reach a 
HELENA 


The first set of | 
grating is safe 
to walk upon. 
Stop on the 
small section of 
floor just | 

past it. = 


Jump up and 
grab the ceiling | 
to bypass the 
hazardous 
grating below. 
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Run and jump to 
the platform 

and blast the 
arriving guard. 


Don’t overlook 
I leme(elele (=) 

| between the 
Boleucnuc 
platform. 
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Follow the 
hallway, which 
widens as it |. 
slopes upward. |" 












Proceed past 
the UFO, leap- 
ing over the 
electronic eyes. 
You can sprint 
if you trip 

the trap. 


Climb the boxes 
to the passage 
beyond. 
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Blast the bad 
guys from the 
entryway. 


Climb the 
Teciitelmeelaliae)| 
| bank and take 
out the turret 
with a pair of 
rockets. 


The first time 
you press each 
of the upper 
buttons, bad 
guys appear 
below. There’s 
also a button to 
press in one of 
the lower halls. 
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As you face the 
entryway, you 
first want to 
press the right- 
hand button, | 
then hurry over 
and press the 
one on the left. 


The buttons 
Open two sets 
Co) Me (ele) eo) 
timers, allowing 
Lara to enter 
the nearby 
room. 








As you face | 
the array of | 
switches, throw | 
the two on the | 
far right, and | 
also the second | 
from the far left. | 
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You should see 
LUuTeMe (ole) ome) = 
near the flying 
saucer. 





Sprint back to 
the UFO area, 
as the turrets 
are likely 
activated. 


There are 
| goodies 


saucer, as well 
m as inthe 
| autopsy room. 
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Push the 
button near the 
LEYole(=Var-Tare | 
climb up. 





Below the box 
of shotgun 
shells, you can 
see the K1 
card atop the 
saucer. 


Run and jump 
around the 
rafters above 
the saucer. 
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Step off the 

| rafter ata 

,| 45-degree angle 
| to land on the 
walkway above 
| the saucer. 





Take the K1 
card from the 
top of the 
saucer, and 
head back past 
the hangar 
access door, 
through the 
train tunnel. 


Locate the hole 
in the floor, and 
take the ladder 
down. 
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you found the compute SS 
disk. An upper walkway is now 
accessible via a tall ladder. 





Perhaps one last rocket for the 
tower sniper? There’s also a 
ground-based guard. 














disk. An upper walkway is now 
accessible via a tall ladder. 


Perhaps one last rocket for the 
tower sniper? There’s also a 
ground-based guard. 
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